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The World Wrestling Federa­
tion is a very special place 
where the world's strongest and 
most competitive athletes 
gather to test themselves in the 
grueling one-on-one arena of 
the squared circle. 

To succeed in the WWF, you 
need to have unique abilities. 
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You need the self-assurance 
that comes from being 
known as Mr. Perfect ... the 
wealth of skill and determina­
tion that is displayed by 
Million Dollar Man Ted 
DiBiase ... the strength and 
agility of Macho King Randy 
Savage ... the raw power 
and 5; ,eer energy of Ultimate 
Warrior ... and the un­
equaled fan support and 
championship experience of 
Hulk Hogan. 

You need to be quick­
thinking and fast-moving in 



• 

order to keep one step ahead 
of your opponent. You need 
to keep a cool head when 
the action spills out of the ring. 
And after you've battled to 
the very limits of your abilities, 
you need to have the guts to 
move in and go for the pin -
no matter what the risks! 

1. Make sure the NintendocR) 
GAME BOY power switch 
is OFF. 

2. Insert the WWF SUPERSTARSTM 
cartridge as described in 
your GAME BOY 
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When you join the ranks of 
the WWF superstars, you find 
yourself surrounded by the elite 
athletes in the sporting world. 

Prepare yourself for WWF 
wrestling excitement ... as 
you've never experienced it 
before! 

3. instruction manual. 
Turn the power switch ON. 
When you see the lineup 
of WWF superstars on the 
screen, press the START 
BUTTON. 



After you've pressed the 
START BUTTON, you'll see Mr. 
Perfect. Use the A or B BUTTON 
to see the other WWF wrestlers 
and hear their ring music. 
When you decide which 
wrestler you want to be, press 
the START BUTTON. 

You will then be asked to set 
up the conditions for your bout. 
You may choose l or 3 falls and 
a time limit of 5 minutes, l 0 
minutes or no limit at all. After 
all the selections have been 
made, you and your rival 
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engage in a pre-match war 
of words. (If you want to get 
right to the ring action, press 
the START BUTTON). 

WWF Superstars features 
tournament-style game play. 
Once you've selected your 
wrestler, the computer 
automatically selects your 
opponent for you. Your first 
match will always be against 
Mr. Perfect (unless you 
choose him as your wrestler; 
then your opponent will be 
Million Dollar Man Ted 
DiBiase). Each time you 
register a victory, you move 
on to another challenger. 

• 
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To enjoy two-player head-to­
head action, connect two 
Game Boy units together with 
the Game Link. Insert a WWF 
Superstars cartridge into each 
unit and turn on both power 
switches. When the WWF title 
screen is visible, either player 
can press ST ART. This automati­
cally puts you into the two­
player mode. 
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Note: There is no tourna­
ment play in the two-player 
mode. Instead, each player 
selects a WWF superstar for 
the head-to-head action. 
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Here's a 
closeup of the ring 
where your WWF 
superstars will 
battle: 

YOUR ENERGY LEVEL YOUR OPPONENT'S 
ENERGY LEVEL 

YOU 
YOUR 
OPPONENT 

BASIC MOllES AND MANEUYiERS . 
To move around the ring, 

use the UP /DOWN CONTROL 
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PAD ARROWS to move 
toward the back or front of 



the ring and the LEFT /RIGHT 
CONTROL PAD ARROWS to 
move to the left or right of the 

• ring. 

A quick double-press of the 
LEFT or RIGHT CONTROL PAD 
ARROW makes your wrestler run 
in that direction. Your wrestler 
will continue to run back and 
forth across the ring until you: 

Use a dropkick (press the 
A BUTTON) 

Clothesline your opponent 
(press the B BUTTON) 

Press the LEFT /RIGHT 
CONTROL PAD ARROW to 
return to walking mode 

CONTROL 
PAD 
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SELECT 
BUTTON 

START 
BUTTON 

THE CONTROLLER 

r 

0 

.. 
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To punch, grab and slam, 
you need to be in walking 
mode. Press the B BUTTON 
to grab and bodyslam your 
opponent if he's just within 
reach. Pressing the A 
BUTTON four times will cause 
your man to deliver three 
puncr,es and then a special 
power maneuver unique to 
that wrestler. (To find out 
each wrestler's power 

You know the basics of 
getting around the ring. Now 
it's time to step up your attack. 
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maneuver, refer to the profiles 
of the WWF superstars on pages 
17-21.) 

To take a break from the 
action, press the START BUTTON. 
The game will pause until you 
press the ST ART BUTTON a 
second time to resume the 
match. 

Once you have your 
opponent's back to the mat 
after a dropkick, clothesline or 



bodyslam, follow up by pressing 
the A BUTTON. Your wrestler will 
then deliver a powerful elbow 
smash (unless you're wrestling 
as Macho King Randy Savage, 
in which case he'll follow up 
with a kneedrop). 

If your opponent is getting 
up off the mat, hit the A BUTTON 
four times while he's in the 
kneeling position. Your man will 
deliver three punches followed 
by his power move. 

To headlock your opponent, 
press the B BUTTON while he's in 
the kneeling position. Once 
you have your foe in a 
headlock, you have three 
options open to you: 

Punch him (press the A 
BUTTON) 

Suplex him (press the LEFT 
CONTROL PAD ARROW) 

Piledrive him (press the 
RIGHT CONTROL PAD ARROW) 

To pin your opponent, press 
the B BUTTON when he is lying 
on his back. If you press the A 
BUTTON while pinning your foe, 
you'll get back up again. 

PIN 
COUNT 

l l 
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Your opponent has you 
beaten ... almost! Don't 
worry, there's plenty you can 
do to fight back! 

When you're lying on the 
mat after being slammed, 
suplexed or piledriven, press 
the UP /DOWN CONTROL 
PAD ARROWS to roll away 
from your opponent and 
avoid any further punish­
ment. As you're getting up 
off the mat, press the A 
BUTTON while in the kneeling 
position; you'll grab your 
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opponent's legs and pull them 
out from under him! 

When you're in a headlockt 
press the A and B BUTTONS 
alternately as fast as you can. 
If you have enough strength 
(check your power meter), 
you'll be able to break free. 

If you find yourself being 
pinned, press the A and B 
BUTTONS as fast as you can. If 
you have enough strength left, 
you'll be able to kick out of the 
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pin. 



You can throw your 
opponent out of the ring by 
pressing the SELECT BUTTON. 
But this special power throw 
can only be used once per 
match, and is indicated by a 
* on your screen. (If you press 
the SELECT BUTTON when the 
action is taking place out of 
the ring (see next section), you 

will throw your opponent into 
the arena wall). 

SPECIAL 
POWER 
THROW 

INDICATOR 

•• 

IHE ACIION SP.ILLS DUI OE IHE .RING 

Your opponent has thrown 
you out of the ring ... or you've 
just thrown him to the arena 
floor. What happens next? 
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To leave the ring, press the 
A BUTTON while in running 
mode; your dropkick near 
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the ropes will carry you out 
of the ring to the arena floor. 

If a wrestler is out of the 
ring for a count of l 0, he will 
be disqualified and the 
match is over. 

To climb back into the 
ring, press the UP CONTROL 
PAD ARROW until your man is 
directly next to the ropes 
then press it a second time 
and he' ll return to the ring. 
At this point, if you pre·ss the 
DOWN CONTROL PAD 
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ARROW, your man will leave 
the ring again. If you press the 
UP CONTROL PAD ARROW after 
both men have returned to the 
ring , the screen will return to the 
normal view of the ring. 

DISQUALIFICATION 
COUNT 



Want to really confound 
your opponent by launching an 
aerial attack? Here's how: 

To climb to the top turn­
buckle of any ring post, move 
yourself into the desired corner 
and press the CONTROL PAD 
ARROW that corresponds to 
that particular corner of the ring 
(i.e. the LEFT or DOWN CON­
TROL PAD ARROWS for the 
bottom left ringpost, the LEFT or 
UP CONTROL PAD ARROWS for 
the upper left ringpost,etc.). 

To climb back down from 
the turnbuckle, press either of 
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the two CONTROL PAD 
ARROWS that do not 
correspond to that particular 
corner of the ring. 

To jump toward your 
opponent, press the A 
BUTTON. 
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SP.ECIAL RING SIRAIEGIES 
Save your special power 

throw until you really need it; 
you can only throw your 
opponent out of the ring 
once in each bout. 

String your moves to­
gether. After delivering three 
punches and a power move, 
follow up with yet another 
power move ... or even an 
aerial attack from the 
corner! 
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Be careful not to get 
counted out. The match may 
rage on the arena floor, but 
the clock is ticking. Watch the 
l 0-count closely! 



MR. PERFECT TM 

6'0", 257 lbs. 

Power move: kneelift 
17 

There is no man in the 
wrestling world as arrogant 
as Mr. Perfect. He claims he 
can bowl a 300 game, par 
the most difficult golf course 
or beat any man ir;t the WWF 
with ease. In addition to a 
powerful kneelift, Mr. 
Perfect' s repertoire includes 
the devastating "perfect­
plex'' suplex. Few who have 
felt its force have escaped 
the pin that inevitably 
follows! 
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MILLION DOLLAR MAN 

TED DIBIASE I M 

6' 3", 260 lbs. 

Power move: kick to shins 
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Money can't buy happiness, 
but don't tell that to Ted 
DiBiase! The Million Dollar Man 
has used his wealth to purchase 
the diamond-studded Million 
Dollar Belt he wears into the 
ring. He has been known to try 
and bribe wrestlers and refer­
ees, but honorable men laugh 
in his face. DiBiase himself 
would be a laugh if he didn 't 
have the skills needed to back 
up his boasts . 



MACHO KING 
RANDY SAVAGE 'M 

6' 2", 245 lbs. 

Power move: bionic elbow 
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Call him the Macho 
King. The competitor to be 
feared is Macho King 
Randy Savage. He com­
bines massive strength with 
remarkable aerial agility in 
a style that is as formidable 
as that of any superstar in 
the WWF today. Plus, he 
possesses a rugged 
determination that ensures 
he'll never take a back­
ward step from any 
opponent. Consider him 
extremely dangerous! 



ULTIMATE WARRIOR lt~ 

6'2", 275 lbs. 

Powermove: headbutt 
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With his unique face 
paint, his wild flowing hair, 
and his massively muscled 
physique, Ultimate Warrior is 
an awesomely imposing 
competitor. Indeed, he is 
power personified, made 
even more dangerous by his 
lightning speed. Is Ultimate 
Warrior the ultimate wrestler? 
Just ask the long trail of 
beaten men he's left in his 
wake on the way to the top 
of the WWF! 



HULK HOGAN TM 

6' 8", 303 lbs. 
Power move: uppercut 
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A wrestler like the Hulkster 
comes around only once in a 
lifetime. Buoyed by the support 
of his millions of Hulkamaniacs, 
Hogan has compiled a record 
of ring success second to none. 
His massive biceps (which he 
calls his "24-inch pythons") lend 
stunning authority to every 
maneuver he delivers, particu­
larly his powerful clothesline. As 
Hogan stacks victory upon 
victory, there's no denying that 
Hulkamania is running wild! 
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LJN Ltd. LIMITED WARRANTY 
LJN, LTD. warrants to the o riginal purc haser only of th is LJN software product that the medium on 
which this computer program is reco rded is free fro m defects in materials and workmanship for a 
period o f ninety (90) days from the dote of purchase. This LJN software program is sold "as is," 
without express o r implied warranty o f any kind , and LJN is not liable fo r any losses o r damages of 
any kind resulting fro m use o f this program. LJN agrees fo r a period o f ninety (90) days to either 
repair o r replace, at its opt ion, free o f c harge, any LJN software produc t , p ostage paid with proof 
of dote o f purchase, at its Factory Service Center. Replacement o f the c artridge , free of charge to 
the original purchaser (except fo r the cost of returning the cartridge) is the full extent o f our liability . 

This warranty is not applicable to normal wear and tear. This warranty shall not be applicable 
and shall be void if defect in the LJN software produc t has arisen through abuse, unreasonable 
use, mistreatment o r neglect. THIS WARRANTY IS IN LIEU O F ALL OTHER WARRANTIES AND NO OTHER 
REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE LJN. ANY 
IMPLIED WARRANTI ES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF 
MERC HANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY 
PERIOD DESCRIBED ABOVE, IN NO EVENT WILL LJN BE LIABLE FOR ANY SPECIAL INC IDENTAL OR 
CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS LJN 
SOFTWARE PRODUCT. 

Some states do not allow limitatio ns as to how long an implied warranty lasts and /or exclusions 
o r limitatio ns of incidental o r consequential damages so the above limitations and/or exclusions o f 
liability may not apply to you. This warranty gives you specific rights , and you may also have othe r 
rights which vary from state to state. 

This warranty shall not be applicable to the extent that any provision o f this warranty is 
prohibited by any federal , state o r municipal law which c annot be pre-empted . 

LJN Ltd., 1 Spring Street, Oyster Bay, N.Y. 11771 (516) 624-9300 
Distributed by Acclaim Distribution, Inc. 
R Registered trademark of TitanSports, Inc . c 1991 TitanSports , Inc . Hulk 
Hogan " is a trademark o f the Marvel Comics G roup licensed exclusively to 
TitanSports , Inc. Millio n Dollar Mon Ted Di Biase :· Macho King Randy Savage ·: 

J@ Ultimate Warrior ," Mr. Perfect ," and othe r distinctive names and charac ter 
likenesses are trademarks o f TitanSpo rts, Inc. All Rights Reserved . LJN is a 
registered trademark o f LJN Ltd . @ 1991 LJN Ltd . All rights reserved. 
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® Registered trademark of TltanSports, Inc. e 1991 TltanSports, Inc 
Hulk Hogan·- is a trademark of the Marvel Comics Group licensed 
exclusively to TitanSports, Inc. Survivor Series . World Wrestling 
Federation and WrestteMania are registered trademarks of 
TitanSports. Inc. All rights reserved. All wrestlers' character 
likenesses are trademarks of TltanSports, Inc. All rights reserved. 

• Singles and tag team matches 
• 3-on-3 Survivor Series® mode 
• 1 & 2 player head-to-head action 
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